Welcome to the Obscura Starter Guide! I’m excited to present this take on The Magnus 
Archives, a podcast from the wonderful folks at Rusty Quill. Let me know what you think of this 
product by leaving a comment on the itch.io page or by contacting me directly at 
lonelyashtree@gmail.com. Your feedback is an integral part of improving and updating this 


game! 


Check out The Magnus Archives and the other wonderful shows by Rusty Quill such as 
Outliers and Stellar Firma at http://rustyquill.com/ or wherever you get your podcasts. 


Additionally, if you are feeling generous, support Rusty Quill on Patreon at this link: 


https://www.patreon.com/rustyquill. 


Note from the Author 


This starter guide is an early design of what | hope to be a fully fleshed out TTRPG using 
The Magnus Archives mythos. Right now, this document includes the basics of how to play as 
well as some limited character creation options. The goal with this initial product is getting a 
general feel for how the mechanics work in play and to take the first pass at game balance. 

Over the coming months, | hope to expand this product by adding new customization 
options, challenges, and monsters as well as tweaking existing content based on the feedback | 
receive. Thank you so much for giving this a chance and | hope to make more of this soon with 


your support. 


-Eduardo Cavalcanti 


Welcome to Obscura 


In Obscura, the players collaborate with the GM to create and experience a shared world 


of secrets and dread. The GM sets the scene, the players state what they try to do, and the GM 


helps determine what the result is. The core of the game is social play, with the dice and rules 


here to facilitate the action. If a rule does not work for you or detracts from the experience you 


are trying to create, the GM and the players can work together to change it. 


This is how you play Obscura 


de 


2. 


A player states what they want their character to do to the GM. 

The GM determines whether that action is routine or if there's a chance of failure. If the 
action is routine, the GM explains the consequences of the action. Otherwise, move to 
step 3. 

If there is a chance for failure, the GM determines what stat is used for this task 
(Strength, Speed, Intellect, Wisdom, Charisma, or Resolve) and the task’s difficulty- how 
hard it would be on a scale from 1 (very easy) to 10 (basically impossible). 

The player and the GM determine if there is anything about the character- such as 
equipment, areas of knowledge, or physical condition- that could increase or reduce the 
difficulty of the task by one or more steps. If these modifications reduce the difficulty of 
the task below 1, the task becomes routine and no longer requires a roll. 

If the task is still not routine then the GM chooses the target number (usually three times 
the task’s difficulty) that the player has to beat to succeed at the action. The GM does 
not have to tell the player what the target number is but can give hints if the character 


could reasonably know how difficult the task is. 


6. The player rolls a d20. If they roll equal to or higher than the target number, the 
character succeeds in the action. If they fail, the GM determines the outcome. 
And that is how you play, regardless if you are trying to escape from a ravenous 
monster, persuading a suspicious cultist, or uncovering a piece of ancient lore. You could ignore 
all other rules and still play Obscura by following these simple steps. The core of the game is 


character action, the challenge difficulty, and determining modifications. 


Rules 


The Dice 
In Obscura, the most common die used is the 20 sided die, otherwise known as the d20. 
This die is used to resolve tasks and challenges. Occasionally a 6 sided die or d6 is used, 


usually with second wind or some boons. 


Taking Action 

During a character's turn, they can take one action. All actions can be broken down into 
one of six types: Strength, Speed, Intellect, Wisdom, Charisma, or Resolve (just like the six 
stats). 

Every action performs a task and that task has a corresponding difficulty. Most actions 
are routine, with a difficulty of 0, which means that the character succeeds automatically. This 
includes walking across a room, picking up an object, or opening an unlocked door. But if a task 
has a chance of failure, either because the task itself is difficult or circumstances make it more 


difficult than normal, the player must roll to see if the action is successful. 


Determining Stats and Difficulty 

Every task relates to one of the player's six stats: Strength, Speed, intellect, Wisdom, 
Charisma, or Resolve. Physical activities that require might, power, or endurance are Strength 
tasks. Physical activities that call upon the character's reflexes, finesse, or dexterity are Speed 
tasks. Mental activities that use intellect, logic, or memory are Intellect tasks. Mental tasks that 
call for perception, empathy, or common sense are Wisdom tasks. Social tasks that use 


persuasion, performance, or personability are Charisma tasks. And finally, tasks that need 


courage, confidence, or self-control are Resolve tasks. You can generalize these as Strength 
rolls, Speed rolls, Intellect rolls, Wisdom rolls, Charisma rolls, or Resolve rolls. 

Once a GM determines what stat a player has to roll for, they need to determine what 
the difficulty is. Every difficulty from 1 to 10 has a target number associated with it, usually three 
times the task’s difficulty number. Depending on what factors the character has aiding or 
hindering them, the task’s difficulty number might be modified up or down. Note that these 
modifiers affect the difficulty of the task, not the result of the die. This has two major 
consequences: First, lower target numbers (such as 3 or 6) still have a real chance of failure. 
Second, tasks with a difficulty of 7 or above (target numbers of 21 or above) are literally 


impossible to achieve without some sort of modifier reducing their difficulty. 


Task Difficulty 


ome 
a 
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Modifying Difficulty 


Once the GM determines a task's difficulty, the player can modify it depending on what 


their character has at their disposal. If the player can reduce the task’s difficulty to 0, then they 


no longer need to roll and the task succeeds. In general, there are three ways to modify the 


difficulty of a task in a player’s favor, with each one reducing the difficulty of the task by at least 


one step. 


Areas of Knowledge- Characters might be skilled in a particular area of knowledge 
depending on their skill set. One character might be an exceptional liar, another a 
peerless tracker or a master of combat. A character’s area of knowledge can, in most 
cases, only reduce the difficulty of a challenge by one step. In rare cases a character 
might have specialized knowledge which reduces the difficulty by two steps. Areas of 
knowledge cannot reduce the difficulty by more than two steps. 

Assets- An asset is anything external that helps the character in some way. This can be 
good equipment, a helpful companion, or a favorable circumstance. Assets usually only 
reduce the difficulty of a task by one, but a character can have multiple assets working 
for them at once. 

Effort- A character can reduce the difficulty of a task by applying effort. To do this, they 
must spend points from the appropriate pool associated with the relevant stat. To apply 1 
effort they must spend 3 points from the appropriate pool to reduce the task’s difficulty by 
1. Characters begin with the ability to apply 1 effort but through Character Advancement 


may gain more. 


Bonuses and Penalties 

Occasionally, some objects and circumstances confer a bonus or penalty to a roll 
instead of decreasing or increasing a challenge rating. Multiple bonuses and penalties stack on 
each other. So if you have two different sources giving a +1 bonus you get +2 bonus. If a bonus 


or a penalty would confer a +3 or -3, instead treat it as a difficulty change. 


Special Rolls 

When you roll a natural 20 (when the dice shows a “20”), and 20 is greater or equal to 
the target number, then it is a great success. This allows you to add a beneficial effect to 
whatever task you are trying to accomplish. For example, your character manages to knock a 
monster off balance or you are able to vault an obstacle twice as quickly as normal. 

When you roll a natural 1 however (when the dice shows a “1”), then the roll is 
automatically a failure. Additionally, the GM may add a complication to the encounter without 
having to give your character experience or giving you the chance to decline it (see Gaining 


Experience). 


Combat 

Just like any other challenge, combat is resolved by the GM assigning a difficulty to the 
task and the players rolling for it. When attacking, the target number is typically the same as the 
level of the threat. For example, if you attack a level 2 cultist, that is a level 2 task, and the 
target number is 6 to hit it. However, some threats might have higher or lower target numbers 
depending on what kind of approach you take to them. This will be noted in the stat bar. 

It is important to note that the players make all the rolls. If a player attacks an enemy, 


they roll for the attack. If an enemy attacks them, they roll for the defense. 


Damage dealt to the players is typically the same as the threat’s level (see Damage and 
Conditions). Just like target numbers, the damage may change depending on the specifics of 
the creature’s stat bar. 

When determining damage to a threat, it usually takes a number of rolls equal to the 
threat’s level to neutralize it. Looking at our level 2 cultist, it would take 2 successful attacks to 
neutralize them. As with everything else, this may change based on the specifics of the threat’s 


stat bar. 


Damage and Conditions 

During the course of the game, your character’s pools will be depleted either by 
expending effort or by taking damage from enemies and hazards. 

When you take damage from a threat, the GM decides which pool is damaged. For 
example, a beast’s claw might damage the Body pool, while a psychic attack might damage the 
Mind pool. If damage would go to a pool that has already been depleted, then it goes to the next 
available pool in the following hierarchy: Body, then Mind, then Spirit. 

Once one of your pools is depleted, you are afflicted with a condition until you are able to 
clear it. Note that even if you replenish points in an empty pool, you still maintain the condition. 


If all of your pools are empty, your character dies. 


Condition 


Exhausted; Lose all points in Body Pool You suffer a -2 penalty to all Strength and 
Speed rolls. 


Distraught; Lose all points in Spirit Pool You suffer a -2 penalty to all Charisma and 
Resolve rolls. 


Overwhelmed; Lose all points in Mind You suffer a -2 penalty to all Intellect and 
Pool Wisdom rolls. 


To clear a condition you must either finish a long rest (see Rests) or chose to succumb 
to fear at the end of the session (see End of Session Experience). Additionally, most Scar quirks 


allow you to clear condition if you perform specific actions detailed in the quirk’s description. 


Rests 

There are three kinds of rest in Obscura: Second Winds, Short Rests, and Long Rests. 
Each takes a certain amount of time to complete, and restore different amounts of points to your 
pools. 

Second Winds only take one action, but only restore 1d6 points divided amongst your 
pools. You cannot put more points into a pool than its maximum, and once you have completed 
a Second Wind you cannot do so again until you have finished a Short or Long Rest. 

Short Rests take 8 hours to complete and restore 15 points divided amongst your pools. 
You cannot gain more points than your pool maximum and to gain the benefits of the rest, your 
character must sleep the full 8 hours. 

Long Rests take 1 week to complete and restore all your pools to full as well as clearing 1 
condition. To gain the benefits of the rest, your character must not perform any stressful or 


strenuous activity throughout the week. 


Character Creation 


To create a character in Obscura, you have to answer the following questions. What fear 
scarred your character? What fear motivates your character? This will decide your character's 
Scar and Patron. 

Your Scar is a supernatural force that had a profound impact on your character’s life, 
often at a young age. This might be a doppelganger killing and replacing a parent, a werewolf 
attack, or even just a childhood fear of the dark. Your Scar affects your starting Pools of 
Physical, Mental, and Spirit. Additionally, your Scar also gives you a quirk such as ‘Irrational’, 
‘Distrustful’, ‘Pragmatic’, or ‘Vigilant’. These quirks give small bonuses and hindrances as well 
as giving a suggestion on how to play your character. 

Your Patron is a supernatural force that your character serves, knowingly or 
unknowingly. Characters are often drawn to their Patron as a way to cope with their Scar, by 
delving into forbidden lore, joining a cult, or even hunting the monsters that lurk in the world. 
Your Patron affects what two Edges you start with, chosen from your six stats. Additionally, your 
Patron also gives a boon to your character. These boons are supernatural gifts that make your 
character something other than human. 

As a note, it is not unusual that a character’s Scar and their Patron are the same. Some 
people have a strange relationship with fear, and it is not unheard of a person trying to cope 


with their past by becoming what makes them most afraid. 


Pools, Stats, and Edges 

Every player character has three pools (Body, Mind, and Spirit) that correspond to 2 
stats each. These pools each start with a certain amount of points that will be depleted over 
time during play and restored through rest (see Rest). Points are spent through effort (see 
Modifying Difficulty) to reduce the difficulty of tasks or depleted when a character takes damage. 
Each stat that corresponds to a pool is used to reduce the number of points that are lost. These 


are the pools and their corresponding stats: 


Body 
e Strength; might, power, endurance, one's ability to overcome tasks through physical 
strength. 
e Speed; fitness, agility, dexterity, one’s ability to overcome tasks through fast reflexes. 
Mind 
e Intellect; intellect, logic, memory, one’s ability to overcome tasks through mental acuity. 
e Wisdom; perception, empathy, common sense, one’s ability to overcome tasks through 
intuition. 
Spirit 
e Charisma; persuasion, performance, personability, one’s ability to overcome tasks 
through social skills. 
e Resolve; courage, confidence, self-control, one’s ability to overcome tasks through sheer 


force of will. 


Edges 

Tied to each of the six stats, each edge reduce the amount points used from a pool 
when performing a task or applying effort. For example, if your character is applying effort to a 
task that requires Strength, and you have a Strength edge of 1 then you only spend 2 points 
from your Body pool instead of 3. Edges can reduce the cost of a task to 0. 

Edges can only be applied once for a task, even if there are multiple costs involved with 
the task. For example, if an Intellect task costs 2 Mind points to attempt and you are spending 1 
effort for an additional 3 points spent, you would only subtract your Intellect edge of 1 to the total 


cost, bringing it down to a cost of 4 Mind points. 


Boons 

When you choose a patron, you get the choice of one boon. Boons are supernatural gifts 
associated with your patron that you can use to solve or create problems. Each boon carries a 
cost and is associated with a stat. The cost of the boon can be found to the right of the name in 
italics. The stat associated with the boon allows you to apply your character’s edge when paying 


the boon’s cost, and will always be the stat you roll for if the boon calls for a roll. 


Skills 

After choosing your Patron and your Scar, you have your choice of two skills. There is no 
set skill list so feel free to be as creative as you like, but remember that more common skills 
might still be the most useful. 

Skills come in two forms: trained and specialized. Skills that you are trained in reduce 


the challenge of tasks associated with that skill by 1 step. If you have the chance to train in a 


skill again, it becomes specialized. Skills that you are specialized in reduce the challenge of 


tasks associated with that skill by 2 steps. 


Gaining Experience 

In Obscura, your character gains experience two ways: During play and at the end of a 
session. 

In Play Experience: 

During play, the GM can introduce a complication during a challenge which players can 
either accept or decline. These complications can include a piece of equipment breaking, an 
additional threat appearing, or anything else that might inconvenience or threaten a player. If a 
player accepts this complication, they gain 1 experience point and give another player of their 
choice 1 experience point. To decline a complication, the player must spend 1 experience point. 

Additionally, coming across evidence of the supernatural during play awards each player 
with 1 experience point. The GM determines what constitutes evidence of the supernatural, but 
examples might be coming across a monster, finding a ritual site, or uncovering a mystical 
artifact. 

End of Session: 

At the end of a session, the GM asks each player if they feel their character has: 1) Fed 
their Patron. 2) Overcome their Scar. 3) Succumbed to fear. 

For a character to feed their Patron, they must explain how their actions this session 
have followed the tenets of their Patron, as explained in their Patron’s section. Characters who 


have fed their Patron earn 1 experience point. 


For a character to overcome their Scar, they must face something they fear and deal 
with it. Characters who have overcome their Scar may change their pools by 3 points, 
subtracting from one or more pools to give to another. 

For a character to succumb to fear, they must have reacted badly to a stressful situation. 


Characters who succumbed to fear may heal one condition if they have any. 


Using Experience and Character Advancement 

Experience can be spent in 4 primary ways: To give Immediate Benefits, Short Term 
Benefits, Long Term Benefits, and Character Advancement. 

Immediate Benefits allow a player to reroll dice. This costs 1 experience point and can 
only be done once per roll, before the result of the roll the GM determines if is a success or 
failure. If the result of the reroll is lower than the original, the player may choose to use the 
original roll. 

Short Term Benefits allow a character to have favorable circumstances for a short time, 
determined by the GM. At the cost of 2 experience points, the character may gain a skill that 
helps them with a task. For example, a player may say that they have experience navigating a 
certain area, or are familiar with a specific kind of code used in an obscure text. These bonuses 
should be situational and not broadly applicable. 

Long Term Benefits allow a character to gain new skills, items, or other permanent 
bonuses that make sense within the story at the cost of 3 experience points. For example, if a 
character decides to spend some time at the firing range, they may spend experience to gain 
familiarity with firearms. Other examples of long term benefits might include a job, housing, a 
contact, or even a mystical item. The player and the GM should discuss what sorts of benefits 


make sense within the context of the story before awarding them. 


Character Advancement allows the character to gain a permanent bonus at the cost of 4 
experience points. You can choose the following options as many times as they are listed, but 
when you have taken 7 advancements you become consumed by your Patron (see More than 


Human). 


Advancement Options: 
e Add 1 to two edges (Can be chosen up to 2 times) 
e Add 1 new boon (Can be chosen up to 2 times) 
e Add 1 effort (Can be chosen up to 3 times) 


e Add 4 points divided as you choose amongst your pools (Can be chosen up to 3 times) 


More than Human 

Once your character has completed all their advancements, they become something 
other than human and cease to be controlled by you. The GM takes control, as they have 
become an extension of their Patron. Characters who lose themselves like this may become 


future enemies or dangerous allies. 


Less than a Monster 
When starting a campaign, a GM can choose to start the players as normal humans, 
only scared by the powers of fear. In this case, players only start with a scar, and develop a 


patron sometime after the first session, at the player's and GM's discretion. 


The Buried 


Patron 


Tenets: 
e Crush. 
e Submerge. 
e Dig. 


With The Buried as your patron, you may choose 2 of the following stats to gain 1 edge in: 


e Strength 
e Wisdom 
e Resolve 


With The Buried as your patron, you may choose 1 of the following boons: 


e Crush (Strength Cost 3): As an action, you telekinetically move a piece of earth 
weighing up to 100 kg. 

e Submerge (Wisdom cost 3): As an action, you trap a target within a surface they are in 
contact with. You must make Strength challenge rolls equal to the targets level to keep 
them contained. 


e Dig (Resolve cost 2): You can move through solid objects with no effort. 


Scar 


As one scared by The Buried, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


Body 


Spirit 


As one scared by The Buried, you start with 1 of the following quirks: 


e Vigilant: You are always on the lookout for danger. You are trained in tasks involving 
looking for details or perceiving dangers. You sometimes overreact to perceived threats, 
and you may clear a condition if you overreact to something you see as a threat. 

e Claustrophobic: You have a fear of tight spaces. You are trained in tasks involving 
moving quickly through open spaces. You sometimes dread going into cramped spaces 
and can clear a condition if you refuse to do so. 

e Nyctophobic: You have a deep seated fear of the dark. You are trained in tasks 
involving listening and perceiving. You sometimes panic when in dark spaces and can 


clear a condition if you shut down when in the dark. 


The Corruption 


Patron 


Tenets: 
e Live in filth. 
e Become a home for the things that squirm. 
e Feed on the decay of the world. 


With The Corruption as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Strength 
e Speed 
e Charisma 


With The Corruption as your patron, you may choose 1 of the following boons: 


e Filthy Carapace (Strength cost 2): As an action, you grow a hard shell of fungus and 
filth around you. You ignore the next source of damage, upon which the shell breaks. 

e Swarm of Vermin (Speed cost 3): As an action, you summon a swarm of vermin of 
your choice (this can be insects, rats, or something else creepy and crawly) that does 
your bidding. If the swarm takes 5 points of damage, it dissipates. 

e Wasting Disease (Charisma cost 3): As an action, you infect the target with a disease 
that makes them less capable for the next 2 weeks. All challenge rolls involving 


interacting with the target while infected are decreased by 2 steps. 


Scar 


As one scared by The Corruption, you start with the following pools and 5 additional points to 
divide amongst your pools as you like: 


LC 
EC 


As one scared by The Corruption, you start with 1 of the following quirks: 


e Squeamish: You are easily revolted by things that you see as dirty and messy. You are 
trained in handling dangerous objects safely. You sometimes have a weak stomach and 
can clear a condition if you become physically ill at the sight of something that makes 
you uncomfortable. 

e Irrational: You hold to beliefs or habits that only make sense to you. You are trained in 
understanding things connected to the supernatural. You sometimes get hung up on 
things that only make sense to you, and you can clear a condition if you indulge in one of 
your beliefs to an unhealthy degree. 

e Skittish: You are risk-averse and reluctant in the face of danger. You are trained in 
avoiding conflict. You sometimes make cowardly choices and can clear a condition if you 


abandon a difficult situation. 


The Dark 


Patron 


Tenets: 
e Make yourself unseen. 
e Hide from those who seek to know you. 
e Revel in stillness and stagnation. 


With The Dark as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Speed 
e Wisdom 
e Resolve 


With The Dark as your patron, you may choose 1 of the following boons: 


e Meld into Shadow (Speed Cost 3): As an action, you become a creature of shadow. 
While in this form, you cannot interact with physical objects or be interacted with 
physically for 1 minute. While in darkness, you can move twice as quickly. You may 
leave this form at any time without spending an action. 

e Choke the Light (Wisdom cost 2): As an action, you extinguish all light sources within 
20 meters of you. For the next 10 minutes, any light source brought within 20 meters of 
you is extinguished and you can see in the dark. 

e Living Shadow (Resolve cost 4): The shadow you cast becomes an extension of you. 
Your shadow can move away from you and can take actions and interact with physical 
objects at your command as long as it is in dark or dim light, but cannot communicate 


verbally. If your shadow takes any damage, it returns to you as a normal shadow. 


Scar 


As one scared by The Dark, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


Body 


Spirit 


As one scared by The Dark, you start with 1 of the following quirks: 


e Vigilant: You are always on the lookout for danger. You are trained in tasks involving 
looking for details or perceiving dangers. You sometimes overreact to perceived threats, 
and you may clear a condition if you overreact to something you see as a threat. 

e Dependant: You look to others for direction and guidance in your life. When you help 
others, you reduce the difficulty of any task by 2 instead of 1. You can feel lost and adrift 
if you are alone, and you can clear a condition if you harm yourself helping another. 

e Nyctophobic: You have a deep seated fear of the dark. You are trained in tasks 
involving listening and perceiving. You sometimes panic when in dark spaces and can 


clear a condition if you shut down when in the dark. 


The Desolation 


Patron 


Tenets: 
e Destroy what others charish. 
e Burn down the beautiful. 
e Live dangerously. 


With The Desolation as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Speed 
e Charisma 
e Resolve 


With The Desolation as your patron, you may choose 1 of the following boons: 


e Ruin (Resolve cost 1): When you destroy something that someone cares about, you 
may use this boon to regain 2 points divided amongst your pools. This healing cannot 
exceed your maximum pools. 

e Play with Fire (Charisma cost 2): On your next roll, you may choose to increase the 
difficulty of the next roll. If you succeed, the roll is considered a great success and has 
an additional effect of your choice. 

e Wax Made Flesh (Speed cost 3): You have replaced your mortal flesh with wax. You 
do not age, and as an action you may use this boon to heat your skin, decreasing the 


difficulty of any roll to attack by 2 steps. 


Scar 


As one scarred by The Desolation, you start with the following pools and 5 additional points to 
divide amongst your pools as you like: 


CC 
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As one scarred by The Desolation, you start with 1 of the following quirks: 


Protective: You hold onto people or things you care about. You are trained in protecting 
others. You sometimes have a hard time letting go, and can clear a condition when you 
are over protective of things or people you value. 

Pragmatic: You are ready to make hard choices for survival. You are trained in 
wilderness survival. You sometimes make callous choices in order to survive, and you 
can clear a condition when you make a choice that hurts someone else if you believe it 
helps your odds of survival. 

Distrustful: You have a hard time trusting others. You are trained in tasks involving 
gauging other’s motives. You sometimes let your distrust get the better of you, and you 
can clear a condition if you take action against an ally to determine their loyalty, such as 


going through their things to look for evidence. 


The End 


Patron 


Tenets: 
e Nothing lasts forever. 
e Death is the end. 
e /t comes for us all. 


With The End as your patron, you may choose 2 of the following stats to gain 1 edge in: 


e Strength 
e Wisdom 
e Resolve 


With The End as your patron, you may choose 1 of the following boons: 


e Blood for Time (Strength cost 4): You use your life force to do what others cannot. As 
an action, you reduce the difficulty of the next roll by 1. You can use this boon in addition 
to using effort. 

e Cadaver (Wisdom Cost 4): As an action, you reanimate the corpse of the recently dead 
for 1 hour. The corpse has all of the memories and personality of the living creature, and 
will follow your commands even if unwillingly. 

e Life Beyond Death (Resolve cost 2): You push past physical limitations to stay alive. If 


your body or mind pool is reduced to 0, you may instead set it to 1. 


Scar 


As one scared by The End, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


a 
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As one scared by The End, you start with 1 of the following quirks: 


Guilty: You are burdened by guilt from your past actions. You are trained in helping 
others. You sometimes refuse to do things that remind you of your guilt, and can clear a 
condition when you choose not to help someone with a task that involves a dark part of 
your past. 

Pragmatic: You are ready to make hard choices for survival. You are trained in 
wilderness survival. You sometimes make callous choices in order to survive, and you 
can clear a condition when you make a choice that hurts someone else if you believe it 
helps your odds of survival. 

Skittish: You are risk averse and reluctant in the face of danger. You are trained in 
avoiding conflict. You sometimes make cowardly choices and can clear a condition if you 


abandon a difficult situation. 


The Extinction 


Patron 


Tenets: 
e Change is coming. 
e The end is just a new beginning. 
e You shall inherit a new earth. 


With The Extinction as your patron, you may choose 2 of the following stats to gain 1 edge in: 


e Strength 
e Intellect 
e Resolve 


With The Extinction as your patron, you may choose 1 of the following boons: 


e Inheritor of the Earth(Resolve cost 4): As an action, you become an aspect of the 
successor to humanity. For the next hour, add a +1 to all Body Edges, Mind Edges, or 
Spirit Edges. You also take on physical characteristics of your choice, such as a crow's 
beak, octopus tentacles, or some strange mutation of humanity. 

e Impending Doom (Strength cost 5): Whenever you fail a roll, you gain a doom counter. 
You may have up to 5 doom counters. You may use this boon to spend 3 doom counters 
to immediately deal with a threat. 

e Unexpected End (Intellect cost 3): When you make a roll, you may reduce the 
challenge of the roll by 1. If you do, immediately roll on the Unexpected End table, with 


the result occurring immediately afterwards. 


1 You lose 3 points divided as you choose 
amongst your pools. 


3 5 kg of trash and other refuse manifests 
around you 


A swarm of harmless vermin erupts from you 


Scar 


As one scarred by The Extinction, you start with the following pools and 5 additional points to 
divide amongst your pools as you like: 


Body 


Spirit 


As one scarred by The Extinction, you start with 1 of the following quirks: 


Protective: You hold onto people or things you care about. You are trained in protecting 
others. You sometimes have a hard time letting go, and can clear a condition when you 
are over protective of things or people you value. 

Pragmatic: You are ready to make hard choices for survival. You are trained in 
wilderness survival. You sometimes make callous choices in order to survive, and you 
can clear a condition when you make a choice that hurts someone else if you believe it 
helps your odds of survival. 

Distrustful: You have a hard time trusting others. You are trained in tasks involving 
gauging other’s motives. You sometimes let your distrust get the better of you, and you 
can clear a condition if you take action against an ally to determine their loyalty, such as 


going through their things to look for evidence. 


The Eye 


Patron 


Tenets: 
e Discover the secrets of others. 
e Hoard knowleage. 
e Always be watching. 


With The Eye as your patron, you may choose 2 of the following stats to gain 1 edge in: 


e Intellect 
e Wisdom 
e Resolve 


With The Eye as your patron, you may choose 1 of the following boons: 


e Pull Secret (Intellect cost of 2): Through the power of The Eye, you can learn a secret 
about a person, place or object. Make an Intellect roll against the target’s level; on a 
success you learn one secret about the target of your GM’s choice. You can increase the 
difficulty of the roll by 2 steps to learn a specific secret about the target. 

e Far Sight (Wisdom cost of 1): You can extend your sight beyond human limits. By 
concentrating on a person or place for 1 minute, you can see your target as if you were 
there. While concentrating this way, you are blind to your current surroundings. If the 
target is hostile or has some supernatural means to impair your sight, you must make a 


Wisdom roll against the target's level. 


e Compel Truth (Resolve Cost 2): You can force others to answer your questions 
truthfully. Make a Resolve roll against the target’s level; on a success they must answer 


your question truthfully and to the fullest extent possible. 


Scar 


As one scarred by The Eye, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


Body 


Spirit 


As one scarred by The Eye, you start with 1 of the following quirks: 


e Vigilant: You are always on the lookout for danger. You are trained in tasks involving 
looking for details or perceiving dangers. You sometimes overreact to perceived threats, 
and you may clear a condition if you overreact to something you see as a threat. 

e Distrustful: You have a hard time trusting others. You are trained in tasks involving 
gauging other’s motives. You sometimes let your distrust get the better of you, and you 
can clear a condition if you take action against an ally to determine their loyalty, such as 
going through their things to look for evidence. 

e Loner: You have a hard time connecting with people. You are trained in tasks involving 
hiding and being hidden. You sometimes withdraw from others, and you can clear a 


condition by avoiding allies for an extended time. 


The Flesh 


Patron 


Tenets: 
e Feast on the fear of others. 
e Resculpt your flesh to serve your needs. 
e Sate your never ending hunger. 


With The Flesh as your patron, you may choose 2 of the following stats to gain 1 edge in: 


e Body 
e Speed 
e Resolve 


With The Flesh as your patron, you may choose 1 of the following boons: 


e Bone Spikes (Body Cost 3): As an action, you grow bony protrusions from your body. 
For the next minute, you reduce the difficulty of all physical attacks and defenses by 1 
step. 

e Gorge Yourself (Speed cost 2): You feed on special meat to gain a temporary skills. It 
takes 5 minutes to finish your meal, and once complete you chose 2 skills you become 
trained in for the next 8 hours. To gain this bonus, the meat you eat must have either 
been specially prepared though a ritual bleeding that takes 2 hours, or taken directly 
from a living creature. 

e Strange healing (Resolve cost 3): As an action, you reshape the target’s flesh, healing 
them while also deeply distressing them. The target regains 4 points divided amongst 


their pools and gains 1 condition they do not have of their choice. If the target already 


has all three conditions, then the target takes 2 points of spirit damage. The healing 


cannot exceed the target’s maximum pools. 


Scar 


As one scared by The Flesh, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


me 
EC 


As one scared by The Flesh, you start with 1 of the following quirks: 


e Guilty: You are burdened by guilt from your past actions. You are trained in helping 
others. You sometimes refuse to do things that remind you of your guilt, and can clear a 
condition when you choose not to help someone with a task that involves a dark part of 
your past. 

e Pragmatic: You are ready to make hard choices for survival. You are trained in 
wilderness survival. You sometimes make callous choices in order to survive, and you 
can clear a condition when you make a choice that hurts someone else if you believe it 
helps your odds of survival. 

e Squeamish: You are easily revolted by things that you see as dirty and messy. You are 


trained in handling dangerous objects safely. You sometimes have a weak stomach and 


can clear a condition if you become physically ill at the sight of something that makes 


you uncomfortable. 


The Hunt 


Patron 


Tenets: 
e Seek. 
e Find. 
eo Kill. 


With The Hunt as your patron, you may choose 2 of the following stats to gain 1 edge in: 


e Strength 
e Speed 
e Wisdom 


With The Hunt as your patron, you may choose 1 of the following boons: 


e The Scent of Prey (Wisdom cost 1): You have supernatural tracking skills. If you 
concentrate a target for 1 minute, you can find their approximate location within 20 
kilometers. 

e Bestial Charge (Speed cost 1): You run unnaturally quickly toward a target. Move twice 
as quickly as you normally would, decreasing the difficulty of any roll to attack by 2 
steps. 

e Beast shape (Special Resolve cost 3): You become a feral beast of the hunt. You gain 
+10 to your Body pool, +2 to your Strength Edge, +1 to your Speed Edge, and cannot 
spend points from your Mind or Spirit pools except to use The Scent of Prey or to revert 


back to human form. While a beast, you attack any and all living creatures in short 


range. Becoming a beast costs nothing, but reverting to human form is a Resolve 


challenge level 2 and cost the listed boon’s cost. 


Scar 


As one scarred by The Hunt, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


EC 


As one scarred by The Hunt, you start with 1 of the following quirks: 


e Vigilant: You are always on the lookout for danger. You are trained in tasks involving 
looking for details or perceiving dangers. You sometimes overreact to perceived threats, 
and you may clear a condition if you overreact to something you see as a threat. 

e Pragmatic: You are ready to make hard choices for survival. You are trained in 
wilderness survival. You sometimes make callous choices in order to survive, and you 
can clear a condition when you make a choice that hurts someone else if you believe it 
helps your odds of survival. 

e Skittish: You are risk averse and reluctant in the face of danger. You are trained in 
avoiding conflict. You sometimes make cowardly choices and can clear a condition if you 


abandon a difficult situation. 


The Lonely 


Patron 


Tenets: 
e Keep away from others. 
e Avoid meaningful connections. 
e You are all alone. 


With The Lonely as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Speed 
e Wisdom 
e Charisma 


With The Lonely as your patron, you may choose 1 of the following boons: 


e Disappear (Charisma cost 4): You make something or someone disappear from 
existence. Make a Wisdom roll against the target’s level, on a success they disappear for 
6 seconds. You may repeat this roll every six seconds without paying the boon’s cost, 
and on the third successful roll the target disappears forever. 

e Isolated (Wisdom cost 2): You may reduce the challenge of the next roll you make by 
2. You can only use this boon if you cannot see or hear any allies. 

e Vanish (Speed cost 3): You vanish without a trace for the next minute. During this time 


you are invisible to others and cannot be heard. 


Scar 


As one scarred by The Lonely, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


se 


As one scarred by The Lonely, you start with 1 of the following quirks: 


e Protective: You hold onto people or things you care about. You are trained in protecting 
others. You sometimes have a hard time letting go, and can clear a condition when you 
are over protective of things or people you value. 

e Distrustful: You have a hard time trusting others. You are trained in tasks involving 
gauging other’s motives. You sometimes let your distrust get the better of you, and you 
can clear a condition if you take action against an ally to determine their loyalty, such as 
going through their things to look for evidence. 

e Loner: You have a hard time connecting with people. You are trained in tasks involving 
hiding and being hidden. You sometimes withdraw from others, and you can clear a 


condition by avoiding allies for an extended time. 


The Slaughter 


Patron 


Tenets: 
e Unleash your rage. 
e Delight in violence. 
e Spread violence where you go. 


With The Slaughter as your patron, you may choose 2 of the following stats to gain 1 edge in: 


e Strength 
e Speed 
e Resolve 


With The Slaughter as your patron, you may choose 1 of the following boons: 


e Hemorrhage (Strength cost 1): Your strikes weaken your opponent from blood loss. 
When you hit with an attack, you may use this boon to make all subsequent rolls to 
defend against the attacker 1 step easier. This boon can be applied up to 3 times on the 
same target. 

e Infectious Rage (Resolve cost 2): You inspire bloodthirst in those around you. All 
humanoids (including other players,) that can hear you must spend their next action 
attacking each other. Other players make rolls to attack 1 step easier, and rolls to defend 
at 1 step harder. 

e Blood Thirst (Speed cost 3): You lash out, hungry for blood. When you hit with an 
attack, you may use this boon to regain 4 points divided as you choose amongst your 


pools. Points gained this way cannot exceed your pool maximum. 


Scar 


As one scarred by The Slaughter, you start with the following pools and 5 additional points to 
divide amongst your pools as you like: 


CC 
EC 


As one scarred by The Slaughter, you start with 1 of the following quirks: 


e Irrational: You hold to beliefs or habits that only make sense to you. You are trained in 
understanding things connected to the supernatural. You sometimes get hung up on 
things that only make sense to you, and you can clear a condition if you indulge in one of 
your beliefs to an unhealthy degree. 

e Pragmatic: You are ready to make hard choices for survival. You are trained in 
wilderness survival. You sometimes make callous choices in order to survive, and you 
can clear a condition when you make a choice that hurts someone else if you believe it 
helps your odds of survival. 

e Skittish: You are risk averse and reluctant in the face of danger. You are trained in 
avoiding conflict. You sometimes make cowardly choices and can clear a condition if you 


abandon a difficult situation. 


The Spider 


Patron 


Tenets: 
e Manipulate others. 
e Always be in control. 
e Let others do the dirty work. 


With The Spider as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Speed 
e Charisma 
e Resolve 


With The Spider as your patron, you may choose 1 of the following boons: 


e Pull the Strings (Charisma cost 2): Through supernatural charisma, you make 
someone complete a simple task for you. Make a Charisma roll against the target’s level 
and on a success, they do as you command. If the task is likely to harm the target, 
increase the difficulty of the roll by 2 steps. This cannot be used on other players. 

e Dance Puppet (Resolve cost 2): By force of will, you make an ally do your bidding. 
When you use this boon, an ally performs one action of your choice. If the ally resists, 
you must make a Resolve roll against the target’s level for them to complete the task. If 
the ally is another player, then that player and you both roll d6s. If you roll lower or it is a 


tie, then the ally resists your influence. 


e Spider Pet (Speed cost 1): You summon a pet spider that obeys your commands. 
While the spider cannot attack, you can see through its eyes, speak through it, and use 


other boons from it. 


Scar 


As one scarred by The Spider, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


EC 


As one scarred by The Spider, you start with 1 of the following quirks: 


e Dependant: You look to others for direction and guidance in your life. When you help 
others, you reduce the difficulty of any task by 2 instead of 1. You can feel lost and adrift 
if you are alone, and you can clear a condition if you harm yourself helping another. 

e Distrustful: You have a hard time trusting others. You are trained in tasks involving 
gauging other’s motives. You sometimes let your distrust get the better of you, and you 
can clear a condition if you take action against an ally to determine their loyalty, such as 
going through their things to look for evidence. 

e Questioning Reality: You are not sure what is real anymore. You are trained in 
detecting illusions and avoiding manipulation. You sometimes can’t trust your senses, 


and you can clear a condition if you accept your hallucinations as real. 


The Spiral 


Patron 


Tenets: 
e Twist the truth. 
e Play with others perceptions. 
e Nothing is real. 


With The Spiral as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Speed 
e Wisdom 
e Charisma 


With The Spiral as your patron, you may choose 1 of the following boons: 


e Stretch the Truth (Charisma cost 3): Through convincing deception, you may add an 
object or detail to the scene you are in. If no one calls you out on your deception and 
someone interacts with what you added, it becomes real. You cannot interact with what 
you added until someone else makes it real. You only pay the cost of this boon if what 
you added becomes real. 

e Maddening Pattern (Wisdom cost 2): Whenever you roll a 1, 2, 3, 5, 8, or 13, you may 
use this boon to reroll. You may reroll multiple times if the rerolls are any of the above 
results by paying this boon’s cost again (Wisdom cost 2). If the result of the reroll is 
lower than the original, the player may choose to use the original roll. 

e Displace (Speed cost 1): You move in ways that defy logic. When you use this boon, 


you may move somewhere you can see that is not in some else's visual range. 


Scar 


As one scarred by The Spiral, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


Body 


Spirit 


As one scarred by The Spiral, you start with 1 of the following quirks: 


e Irrational: You hold to beliefs or habits that only make sense to you. You are trained in 
understanding things connected to the supernatural. You sometimes get hung up on 
things that only make sense to you, and you can clear a condition if you indulge in one of 
your beliefs to an unhealthy degree. 

e Distrustful: You have a hard time trusting others. You are trained in tasks involving 
gauging other’s motives. You sometimes let your distrust get the better of you, and you 
can clear a condition if you take action against an ally to determine their loyalty, such as 
going through their things to look for evidence. 

e Questioning Reality: You are not sure what is real anymore. You are trained in 
detecting illusions and avoiding manipulation. You sometimes can’t trust your senses, 


and you can clear a condition if you accept your hallucinations as real. 


The Stranger 


Patron 


Tenets: 
e Nothing is as it seems. 
e Beamockery of nature. 
e Let nobody know what you are. 


With The Stranger as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Strength 
e Speed 
e Charisma 


With The Stranger as your patron, you may choose 1 of the following boons: 


e Imperfect Copy (Charisma cost 2): You take on a new identity that is somewhat off 
from the original. This difference may be as subtle as a change in eye color, to as drastic 
as an extra limb. 

e Mannequin (Strength cost 2): You become a humanoid object such as a doll ora 
mannequin. While in this form you are still animate and mobile, and you reduce the 
challenge of the rolls you make to hide your true identity by 2. 

e Horrid Facsimile (Speed cost 3): You grow the traits of a non-human creature for 1 


hour. This can be a bats wings, a wolf’s fangs, or something else entirely. 


Scar 


As one scarred by The Stranger, you start with the following pools and 5 additional points to 
divide amongst your pools as you like: 


CC 
EC 


As one scarred by The Stranger, you start with 1 of the following quirks: 


e Irrational: You hold to beliefs or habits that only make sense to you. You are trained in 
understanding things connected to the supernatural. You sometimes get hung up on 
things that only make sense to you, and you can clear a condition if you indulge in one of 
your beliefs to an unhealthy degree. 

e Distrustful: You have a hard time trusting others. You are trained in tasks involving 
gauging other’s motives. You sometimes let your distrust get the better of you, and you 
can clear a condition if you take action against an ally to determine their loyalty, such as 
going through their things to look for evidence. 

e Questioning Reality: You are not sure what is real anymore. You are trained in 
detecting illusions and avoiding manipulation. You sometimes can’t trust your senses, 


and you can clear a condition if you accept your hallucinations as real. 


The Vast 


Patron 


Tenets: 
e@ We are all insignificant. 
e Nothing we do matters. 
e We are small in the face of the universe. 


With The Vast as your patron, you may choose 2 of the following stats to gain 1 edge in: 
e Speed 
e Intellect 
e Charisma 


With The Vast as your patron, you may choose 1 of the following boons: 


e Big Picture (Intellect Cost 4): You have great insight about the world at large. You may 
ask the GM one question about the world at large that they must answer truthfully. 

e Open Sky (Speed cost 3): As an action, you take flight for the next minute. While in the 
air, you move twice as fast as you normally would. 

e Vertigo (Charisma cost 3): As an action, you cause a target to be overcome with a 
feeling of vertigo. Make a Charisma roll against the target’s level, on a success they 


cannot take any action for the next 6 seconds. 


Scar 


As one scared by The Vast, you start with the following pools and 5 additional points to divide 
amongst your pools as you like: 


Body 


Spirit 


As one scared by The Vast, you start with 1 of the following quirks: 


e Vigilant: You are always on the lookout for danger. You are trained in tasks involving 
looking for details or perceiving dangers. You sometimes overreact to perceived threats, 
and you may clear a condition if you overreact to something you see as a threat. 

e Agoraphobic: You have a fear of open spaces. You are trained in tasks involving 
hiding. You sometimes dread going into open spaces and can clear a condition if you 
refuse to do so. 

e Irrational: You hold to beliefs or habits that only make sense to you. You are trained in 
understanding things connected to the supernatural. You sometimes get hung up on 
things that only make sense to you, and you can clear a condition if you indulge in one of 


your beliefs to an unhealthy degree. 


GM’s Toolbox 


To run a game of Obscura, a GM not only needs an array of tools at their disposal but 
the knowledge to effectively use them. In this section, we will cover pacing, setting, horror 


content, and how to create effective monsters. 


Pacing of play 

Most games of Obscura can be broken down into three phases: Calm, Concealment, 
and Crisis. These phases describe are important to keep in mind when trying to set the tone for 
a scene and to maintain good pacing, but don’t represent hard and fast rules to follow. These 


phases can be described as follows: 


Calm 
e No present threat. 
e Player action can be free form with no set turn order. 
e There is little to no time pressure for characters to act. 
e Examples of this include resting at a town, exploring a safe location, or researching at a 


library 


Concealment 

e Present but lurking threat. 

e Player action should be more limited, with one action per player in a turn but perhaps no 
set turn order. 


e There is some time pressure for the characters to act. 


e Examples of this include being stalked by a werewolf, exploring an ominous mansion, or 


sneaking past a shambling horror. 


Crisis 

e Active threat. 

e Player action is ordered with one action per turn, a set turn order, and the threat having 
an opportunity to act upon the characters. 

e The characters must act now. 

e Examples of this include being attacked by a werewolf, escaping a collapsing building, or 


preventing someone from bleeding out. 


Setting 

To discuss setting, it is useful to break down the topic into big picture and little picture 
setting. In the big picture, The Magnus Archives provides an excellent structure on how to 
create a modern setting using the Dread Powers. However, don’t be afraid to limit your game to 
a modern setting. The Dread Powers can be easily transplanted into almost any kind of setting, 
from Victorian England to the far reaches of space. 

In the little picture, it is important to remember that where you set your story needs to be 
as hostile and unsettling as the monsters and challenges you set for your players. Effectively 


setting the tone separates this game from standard RPG fare to make it a horror game. 


Horror Content 

While the goal of horror is often to frighten and unsettle, it is important to remember that 
there is a line between pleasantly unsettling and cheap shock value. Before running a game, it 
is highly recommended that you discuss with your players what things are off limits when it 
comes to subjects of horror. What might be alright for you, might be deeply disturbing to one of 
your players. 

Before starting a game, it is good practice to establish Lines and Veils. Lines are hard 
limits on the kinds of content that both the GM and the players will not engage in. Setting a line 
will mean that the content won’t show up in the game at all. Veils are soft limits on content, 
things that are ok behind the curtain or with a cut to black. Setting a veil means that the content 
might appear in the game but never as the spotlight or described in detail. 

During play, it can be useful to set up X, N, and O cards. These are signals to the 
players and to the GM of whether content is making someone uncomfortable. The X card 
indicates that the content has made someone uncomfortable. When someone gives an X card, 
it is up to the players and the GM to change, rewind, or skip that content. The N card indicates 
that something is getting close to being an X card, but has not crossed the line to discomfort. 
When someone gives the N card, it is up to the players and the GM to avoid the content that will 
lead to an X card. An O card is an invitation to keep going with the current content. This is often 
given as a prompt to the players and the GM to see if they can continue with the scene as is. 

After play, it is important to give players time to decompress, and process what has just 
happened. After the game is over, it is a good idea to do a debrief to talk about both the fun 


aspects of the game and the things that may have upset people. 


Creating Monsters 

The important thing to remember about monsters (or any NPC) is that they all have 
levels. Just like difficulty tasks, these levels represent the target number that a player must roll 
to successfully interact with them. The level also shows how much damage the monster does, 
as well as how many times the players must succeed in order to defeat them. As shown in the 


table below, the target number is three times the level. 
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Modifications 
While monsters and NPCs may have a certain level, that does not mean that all tasks 
related to them have the same target number. For example, a doppelganger might only be a 


level 3 threat but seeing through its false appearance for might be a level 5 task. 


Reading Monster Stats 


Monsters in Obscura follow a fairly simple template, as seen below. The monster’s level 
indicates how many successful interactions the players must perform to neutralize the threat, 
while the target number shows what a player has to roll to successfully interact with the 
monster. The modifications section shows that some tasks related to a monster can have 
different target numbers based on their strengths and weaknesses. Additionally, special abilities 


they may have will be listed here as well. 


Monster Template: 


Monster Name Level (Target Number) 


[Short description. ] 


Modifications: [Modifications and abilities.] 


Monsters 


Researcher Level 2 (6) 


Some people are drawn to the life of paranormal investigation and research to feed their 


curiosity or for more sinister motives. While not particularly threatening in a fight, they can pose 


a serious threat to those trying to keep their secrets hidden. 


Modifications: Tasks involving combat with a researcher are done at level 1. Tasks 


involving hiding information from a researcher are done at a level 4. 


Hateful Swine Level 2 (6) 


Perhaps once a normal farm animal, this thing has been twisted by the dread powers 


into a creature of twisted flesh. Hateful swine often travel in groups, consuming the flesh and 


fear of those are unfortunate to come across their path. 


Modifications: Tasks involving avoiding a hateful swine’s charge are done at level 3. 


Wax Cultist Level 2 (6) 


Those who have given themselves over to the dread powers are granted special gifts 
and powers. For those touched by The Desolation, their skin becomes like hot wax, preventing 


them from visibly aging. Touching these people is ill-advised. 


Modifications: Making contact with the skin of a wax cultist deals 2 points of body 


damage. 


Living Pattern Level 3 (9) 


Sometimes, the maddening patterns of The Spiral take on a life of their own. These 
patterns seek to drive those around them mad while entrancing them with their intricacies. 


Living patterns can move across surfaces and even transfer themselves onto skin. 


Modifications: Tasks involving learning the patterns true nature are done at level 5. 
Tasks involving removing the pattern from its current surface are done at level 4. The pattern 


deals Mind damage first with its attacks. 


Living Shadow Level 3 (9) 


Sometimes the things that go bump in the dark are the dark itself. Living shadows are 


silent killers that attack the unaware and unprepared. 


Modifications: Tasks involving seeing a living shadow in dark or dim light are done at 


level 7. Tasks involving seeing living shadows in bright light are done at level 1. 


DoppelgangerLevel 3 (9) 


People are not always what they appear. Doppelgangers can impersonate those who 


they have first killed, taking their identities for sinister purposes. Their disguises are not 


infallible, and some can see through the charade. 


Modifications: Tasks involving seeing through a doppelganger’s illusion are done at 


level 5. 


Mesmerist Level 4 (12) 


Those who pledge themselves to The Spider are master manipulators and deceivers. 


With a mix of overpowering charisma and sinister power, they can pull the strings of the foolish 


and unwitting. However, the direct approach can often be very effective in dealing with them. 


Modifications: Tasks involving combat with a mesmerist are done at level 1. 


Werewolf Level 5 (15) 


Lycanthropes and shapechangers of The Hunt, werewolves are vicious killers and 


relentless hunters. Peerless trackers, avoiding them is almost impossible. 


Modifications: Tasks involving hiding from a werewolf are done at a level 7. 


Flesh Hive Level 5 (15) 


A person who has become subsumed by The Corruption can become a home for 


vermin. Honeycombing through the flesh of the person, the vermin can move independently of 


the rest of the hive. 


Modifications: Individual parts of the hive are level 1 threats. 


The Piper Level 7 (21) 


An avatar of war, The Piper call those who can hear its tune to violence. When you hear 


its music, run or become a victim to its violence. 


Modifications: When the Piper plays its tune, all that can hear it must make a level 7 
resolve check. On a failure, those who hear it must attack the nearest living thing and take 7 


points of spirit damage. 


The Reaper Level 10 (30) 


An avatar of death, the reaper offer those at the brink of death a chance to escape the 


end, so long as they can beat them in a game of chance. However, those who win are cursed to 


become reapers themselves. 


Modifications: When playing a game of chance, a character can choose to cheat and 


reduce the difficulty of the task to level 6. If they cheat and fail the roll, then they die instantly. 


Occult Objects 
Living creatures are not the only ones marked by the powers of fear. From cursed books 
to eldritch items, the supernatural takes many forms. But such things should not be handled 


lightly, as in the wrong hands they may do more harm than good. 


Reading Object Templates 

Occult objects follow a simple template, as seen below. The object’s level indicates how 
powerful the object is, as well as how difficult it is to use. The target number shows what a 
player needs to roll in order to use the object safely. The stat next to the target number shows 
what the stat is that player needs to roll in order to safely use the object. Effort can be applied 
in order to use the object safely. The effect is what occurs when the object is used, regardless 
of whether the object is used safely. The curse is what happens if the character fails the 
challenge roll for safe use. 

As a general rule, if an object deals damage to a characters pools then it deals damage 


equal to the object’s level. This may vary from object to object. 


Object Name Level X (Target Number) Stat 


[Short Description] 


Effect: [Object effect] 


Curse: [Object curse] 


Player Created Objects 

Those versed in the occult might be able to craft objects by channeling their patron’s 
power. To create such an object, they first need to tell the GM what the object they would like to 
make is. Then the GM tells the player what level the object would be, what stat would be 
needed to craft and use the object, and any potential curses that the object might have. If the 
player then decides to attempt to craft the object, they must make a roll equal to the item’s level 
plus two difficulty steps. For example, a level 2 item would take a difficulty 4 roll to successfully 
complete. If the roll is a success, then the item is made. If the roll is a failure, the materials used 


to create the item are wasted. 


Objects 


Combat Knife Level 1 (3) Strength 


A permanently bloodstained knife that inspires aggression in those who wield it. 


Effect: When you make an attack with this knife, decrease the difficulty of the roll by 1 


step. 


Curse: For the next minute, you must attack the nearest creature you can see. 


Meat Grinder Level 2 (6) Resolve 


A small table mounted meat grinder with a hungry aura. It invites you to use your own 


flesh. 


Effect: When used used on meat, it will create a delicious meal. Eating the meat 


prepared this way will give the eater 1 skill of their choice for the next 8 hours. 


Curse: You must use your own flesh as the meat, and take 2 body damage. 


Boatswains Call Level 3 (9) Wisdom 


A small brass whistle used by mariners that summons a thick fog. 


Effect: When blown, summons a fog that obscures all vision within a 1 kilometer radius. 


Curse: You are lost in a pocket dimension of fog for 1 hour. 


Trapping Mirror Level 3 (9) Intellect 


A small handheld mirror that can be used to trap a person inside it. 


Effect: When you focus the mirror on a target, make an Intellect roll against the target’s 


level; on a success the target is trapped in the mirror. You can only have one target trapped at a 


time. 


Curse: You see the target you have trapped in every reflective surface. Once a day you 


must make a level 3 Resolve roll and on a failure you take 3 Spirit damage from seeing your 


target. 


Ex Altiora Level 4 (12) Charisma 


A leatherbound book written in Latin with strange woodcut drawings of the sky that 


causes feelings of vertigo. 


Effect: When the book is read, make a Charisma roll against the target’s level; ona 


success they cannot take any action for the next 6 seconds. 


Curse: You cannot take any action for the next 6 seconds. 


Lighter Level 4 (12) Speed 


A small zippo lighter that produces no visible flame. 


Effect: When activated, you can control flames within a short distance of you for a 


minute. 


Curse: Every six seconds that you use the lighter causes you to take 4 body damage. 


Breaking the Rules 


The powers of fear do not operate by logical rules, and neither should you. No living 
human understands how the powers work, and as soon as you players think they do, you 
should be quick to pull the rug out from under them! That being said, be very clear with your 
players from the start that things do not work the way they think they do, and most importantly 
DO NOT violate their expectations for the sake of a cheap scare. DO NOT intentionally 
introduce triggering material just for a lark. But feel fee to change the particulars of a boon or 
quirk to fit the horror tone you are looking for. Does the player with the End as the patron need 
to make greater and greater sacrifices beyond the scope of the written rules? Totally! Does the 
player with the Hunt as a patron need to become more bestial and feral as they use their 
powers? Absolutely! Just make sure that the player understands the consequences of pursuing 
a patron. 


